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The Study of Academic Achievement in Knowledge Management Subject:
Knowledge Management Model Using Gamification Model for Third - year Students
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Abstract

The Objectives of this Research were: 1) Compare the Learning Achievement before and after Learning
in the Knowledge Management Course on Knowledge Management Model using Gamification Techniques in
Section 6307; and 2) Evaluate the Satisfaction of Students in the Knowledge Management Course on Knowledge
Management Model towards the use of Gamification Techniques, 13 Students in section 6307, Semester 1/2023.
The Statistics used are Mean, Standard Deviation.

The Results of the Study showed that: 1) Academic Achievement after Studying was Higher than before
in the Knowledge Management Course on Knowledge Management Models using Gamification Techniques,
Statistically Significantly Different at the Level of .01; and 2) Student Satisfaction Assessment in section 6307 on
the use of Gamification Techniques in the Knowledge Management Course on Knowledge Management Model as

a whole is at the Highest Level.
Keywords: model, Gamification
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